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RED 7 SYMBOL WITH 
BEAUTIFUL GIRL 

BILL BUNDLE (2 BAR) 

It is disclosed the gaming machine which is constructed So 
that the Second game is Selected in relation to the effect 
information of the base game and it can be judged if there 
is a chance to shift to which kind of the bonus game, based 
on the effect information in the base game. In the progres 
Sive gaming System 82, it is constructed So that when the 
common bonus is won in the slot machine 1, the progressive 
unit 83 transmits to each slot machine 1 through the trans 
mission control part 84 the coin pool information every each 
progressive bonus concerning with the bonus game, and 
Such coin pool information is displayed on the upper liquid 
crystal display 3 in the slot machine 1, and further if payout 
of coins for the common bonus which is won is determined, 
the common bonus (gold bar, jewelry, crown) concerning 
with the bonus game (bank bonus game, jewelry shop bonus 
game, royal museum bonus game) is selected and paid out. 

TRIGGER SYMBOL 

GOLD COIN (1 BAR) 
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GAMING MACHINE AND GAMING SYSTEM 
WITH A PLURALITY OF GAMING MACHINES 

CROSS-REFERENCE TO THE RELATED 

APPLICATION (S) 
0001. This application is based upon and claims a priority 
from the prior Japanese Patent Application Nos. 2003 
146736 filed on May 23, 2003, 2003-146766 filed on May 
23, 2003 and 2003-154211 filed on May 30, 2003, the entire 
contents of which are incorporated herein by reference. 

BACKGROUND OF THE INVENTION 

0002) 1. Field of the Invention 
0003. The present invention relates to a gaming machine 
in which a base game is executed and a Second game is 
executed continuous to the base game when a predetermined 
condition is realized. 

0004 And the present invention relates to a gaming 
System in which a plurality of gaming machines and a 
control unit are connected with each other. In particular, the 
present invention relates to a gaming System in which a 
predetermined proportion of wager betted in each gaming 
machine is accumulated in the control unit as a common 
bonus and a payout is awarded from the common bonus 
when a predetermined condition is realized while a game is 
conducted in the gaming machine. 
0005 2. Description of Related Art 
0006 Conventionally, there are proposed various gaming 
machines in which, based on that a predetermined condition 
is realized while the first game is conducted, the Second 
game more beneficial for a player than the first game is 
Successively conducted continuous to the first game. 
0007 For example, in Japanese Unexamined Publication 
No. 2001-293248, it is disclosed a gaming machine that a 
free game in beginning Series for giving twice payout of a 
pay table in a base game is conducted when a predetermined 
condition is triggered during the base game on the display 
and further a continuous free game with bonus feature 
having triple payout in comparison with the pay table in the 
base game can be done when it occurs the same condition as 
in the above condition in the free game in beginning Series. 
0008 Further, there exists a gaming machine that a plural 
kinds of Second games, each of which is Successively 
conducted to the first game done at first and has game 
contents and payout different from with each other, are 
installed therein, and one of the Second games is Selected 
and executed based on that a predetermined condition is 
realized during the first game. 
0009. However, it is very hard to make the player grasp 
various game contents of the Second games during the first 
game. And it cannot make the player judge if there is a 
chance to shift to which kind of the second game before the 
first game is finished. As a result, expectation to the Second 
game cannot help becoming thin for the player. 
0.010 Further, conventionally, it is proposed a gaming 
System in which a plurality of gaming machines and a 
control unit are connected and a predetermined proportion of 
wager (betted wager) in each gaming machine is accumu 
lated as a common bonus in the control unit, and based on 
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that a specific winning condition is realized in any gaming 
machine, coins and the like are paid out in Such gaming 
machine from the common bonus accumulated in the control 
unit. 

0011 For instance, in U.S. Pat. No. 4,837,728, it is 
disclosed a game System in which a plurality of Slot 
machines and a progressive controller are connected, and in 
this game System, a predetermined proportion of wager 
betted in each slot machine is divided by a predetermined 
ratio every Symbol constructing the winning combinations 
in the slot machine and the divided wager is accumulated as 
the common bonus while adding to an initial value every 
Symbol, thereby the wager of the accumulated common 
bonus every Symbol is displayed on a display device. 
Further, when the predetermined winning combination is 
won in any of the slot machines, the accumulated wager is 
paid out from the common bonus corresponding to the 
Symbol constructing the winning combination. 
0012 However, in the game system disclosed in U.S. Pat. 
No. 4,837,728, when the winning combination is won in the 
Slot machine, although the player can confirm the payout 
Sum from the common bonus by comparing the Symbol 
corresponding to the winning combination with the common 
bonus every symbol displayed on the display device, the 
player cannot judge if there is a chance to get the common 
bonus for which kind of winning combination before the 
game in the slot machine is finished, because the player can 
first understand winning of the winning combination at the 
time that each Symbol is stopped. Therefore, while gaming 
in the slot machine, expectation to get each common bonus 
cannot help becoming thin and interest for games cannot be 
highly maintained. 
0013 And in the above mentioned gaming system, 
although it is constructed So that game information in one of 
the slot machines is notified to the other slot machine, the 
player cannot judge if there is a chance to get the common 
bonus for which kind of winning combination before the 
game in the slot machine is finished. Also, as for this point, 
the Same Situation exists for the player of the other slot 
machine and gallery. 
0014 Further, in the game system disclosed in U.S. Pat. 
No. 4,837,728, if it regards as important to transmit infor 
mation concerning with the common bonus to each Slot 
machine by real time, information transmittable to each Slot 
machine from the progressive controller is limited to a little 
information Such as payout information concerning with the 
common bonus and the like. 

0015. Here, as information transmitted to each slot 
machine from the progressive controller in the above men 
tioned game System, there are raised payout information of 
the common bonus and reset information which is transmit 
ted when the common bonus is won. 

0016. Therefore, although the player of the slot machine 
in which the common bonus is won can justly confirm the 
fact that the common bonus is won at that time, it is very 
difficult that the player of the other slot machine and gallery 
judges when the common bonus is won and got. Thereby, 
expectation and interest for the common bonus becomes 
thin, as a result, interest for games cannot be maintained. 

SUMMARY OF THE INVENTION 

0017. The present invention has been done to resolve the 
above mentioned problems and has an object to provide a 
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gaming machine through which the player can have expec 
tation for the Second game while the base game is done, 
thereby interest of the player for games can be highly 
maintained. 

0.018 And the present invention has an object to provide 
a gaming System in which the player of any one of gaming 
machines, the players of the other gaming machines and 
gallery can easily determine if there is a chance to get which 
kind of the common bonus, even before game conducted in 
any of gaming machines is finished. 
0019. The present invention has been done to resolve the 
above objects and according one aspect of the present 
invention, it is provided a gaming machine in which a base 
game is executed and a Second game is executed continuous 
to the base game when a predetermined condition is realized, 
the gaming machine comprising: 

0020 
0021 a memory for storing a plural kinds of effect 
information for the base game; 

0022 an effect information select device for select 
ing one effect information from the memory when 
the base game is executed; 

0023 a display control device for controlling the 
display device to display the effect information of the 
base game, the effect information being Selected by 
the effect information Select device; 

0024 a iudgement device for iudging whether the Judg Judging 
predetermined condition is realized or not; 

0025 a game control device for selecting one sec 
ond game from a plural kinds of the Second games in 
relation to the effect information of the base game 
selected by the effect information select device when 
it is judged by the judgement device that the prede 
termined condition is realized and for executing the 
Selected Second game after the effect information of 
the base game is displayed on the display device by 
the display control device. 

a display device; 

0026. According to the gaming machine, one effect infor 
mation is Selected by the effect information Select device 
among a plural kinds of effect information Stored in the 
memory when the base game is executed and the Selected 
effect information is displayed on the display device under 
control by the display control device. And when it is judged 
by the judgement device that the predetermined condition is 
realized, one Second game is Selected by the control device 
from a plural kinds of the Second games in relation to the 
effect information of the base game selected by the effect 
information Select device and the Selected Second game is 
executed after the effect information of the base game is 
displayed on the display device by the display control 
device. Therefore, in the Second game, effect developed So 
as to tella Story from the effect information in the base game 
can be conducted. Thereby, contents of the Second game can 
be easily grasped based on the effect information of the base 
game. 

0027) Further, since the second game is selected in rela 
tion to the effect information of the base game, the player 
can judge if there is a chance to Shift to which kind of the 
Second game, based on the effect information in the base 
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game. Therefore, it can make the player have expectation for 
the Second game while conducting the base game and 
interest of the player for games can be highly maintained. 
0028. According to another aspect of the present inven 
tion, it is provided a gaming System including: 

0029 a plurality of gaming machines each of which 
Selects one game among a plurality of games and 
executes the Selected game; and 

0030 a control unit to which each gaming machine 
is connected, the control unit dividing a predeter 
mined proportion of wager betted in each gaming 
machine by a predetermined ratio and accumulating 
each divided wager as a common bonus which has a 
relation to each game; 

0031 wherein the control unit controls the display 
device So as to display information concerning with 
the game conducted in the gaming machine and the 
common bonus, and 

0032 wherein the gaming machine pays out the 
common bonus based on that a specific condition 
corresponding the game is realized. 

0033 According to the above constructed gaming sys 
tem, the control unit controls the display device So as to 
display information concerning with the game conducted in 
the gaming machine and the common bonus having a 
relation to each game and the gaming machine pays out the 
common bonus accumulated in the control unit correspond 
ing to the game based on that a specific condition is realized 
in the game. Therefore, before the game conducted in any 
one of the gaming machines is finished, the player of the 
gaming machine, the other playerS and gallery can easily 
confirm if there is a chance to be able to get which kind of 
the common bonus. Thereby, while the game is conducted in 
the gaming machine, expectation to get various common 
bonuses can be increased and interest for games can be 
raised. 

0034. Here, in concept of the game, it is included a base 
game and a bonus game progressively conducted continuous 
to the base game. 
0035. The above and further objects and novel features of 
the invention will more fully appear from the following 
detailed description when the same is read in connection 
with the accompanying drawings. It is to be expressly 
understood, however, that the drawings are for purpose of 
illustration only and not intended as a definition of the limits 
of the invention. 

BRIEF DESCRIPTION OF THE DRAWINGS 

0036) The accompanying drawings, which are incorpo 
rated in and constitute a part of this specification illustrate 
embodiments of the invention and, together with the 
description, Serve to explain the objects, advantages and 
principles of the invention. 
0037) 
0038 
0039 FIG. 2 is a longitudinal sectional view of a lower 
liquid crystal display and a reel, 

In the drawings, 

FIG. 1 is a perspective view of the slot machine, 
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0040 FIG. 3 is an exploded perspective view of the 
lower liquid crystal display, in which FIG. 3A shows a 
transparent touch panel, FIG. 3B shows a reel glass plate, 
FIG. 3C shows a bezel metal frame, FIG. 3D shows a 
transparent liquid crystal panel, FIG. 3E shows a liquid 
crystal holder, FIG. 3F shows a scattering sheet, FIG. 3G 
shows a light leading plate, FIG. 3H shows a white reflector, 
FIG. 3 shows a rear holder and FIG. 3.J shows an antistatic 
sheet, 
0041 FIG. 4 is an explanatory view schematically show 
ing Symbols formed on an Outer periphery of the reel, 
0.042 FIG. 5 is a block diagram showing control system 
of the Slot machine, 
0.043 FIG. 6 is an explanatory view schematically show 
ing a progressive gaming System, 
0044 FIG. 7 is an explanatory view schematically show 
ing background images displayed on the lower liquid crystal 
display when a base game is conducted, 
004.5 FIG. 8 is an explanatory view schematically show 
ing background images displayed on the lower liquid crystal 
display when the base game is conducted, 
0.046 FIG. 9 is an explanatory view schematically show 
ing background images displayed on an upper liquid crystal 
display and the lower liquid crystal display when a pick 
pocket bonus game is conducted, 
0047 FIG. 10 is an explanatory view schematically 
showing background images displayed on the upper liquid 
crystal display and the lower liquid crystal display when a 
bank bonus game is conducted, 
0.048 FIG. 11 is an explanatory view schematically 
showing background images displayed on the upper liquid 
crystal display and the lower liquid crystal display when a 
jewelry shop bonus game is conducted, 
0049 FIG. 12 is an explanatory view schematically 
showing background images displayed on the upper liquid 
crystal display and the lower liquid crystal display when a 
first mission of a royal museum bonus game is conducted, 
0050 FIG. 13 is an explanatory view schematically 
showing background images displayed on the upper liquid 
crystal display and the lower liquid crystal display when a 
Second mission of the royal museum bonus game is con 
ducted, 
0051 FIG. 14 is an explanatory view schematically 
showing background images displayed on the upper liquid 
crystal display and the lower liquid crystal display when a 
final mission of the royal museum bonus game is conducted, 
and 

0.052 FIG. 15 is a flowchart showing gaming procedures 
conducted in the Slot machine. 

DETAILED DESCRIPTION OF THE 
PREFERRED EMBODIMENTS 

0.053 Hereinafter, the gaming machine according to the 
present invention will be described according to the embodi 
ment embodying the invention, with reference to the draw 
ings. First, an outline construction of the gaming machine 
according to the embodiment will be described with refer 
ence to FIG. 1. Here, in the embodiment, the slot machine 
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as an example of the gaming machine will be explained. 
FIG. 1 is a perspective view of the slot machine. 

0054) In FIG. 1, the slot machine 1 has a cabinet 2 
constructing a whole of the slot machine 1. At a front upper 
part of the cabinet 2 an upper liquid crystal display 3 is 
arranged, and at a front central part of the cabinet 2 a lower 
liquid crystal display 4 is arranged. Here, the upper liquid 
crystal display 3 is constructed from a liquid crystal display 
device which is generally used, and the lower liquid crystal 
display 4 is constructed from, So-called, a transparent liquid 
crystal display device. A detailed construction of the trans 
parent liquid crystal display device will be explained here 
inafter. 

0055 An operation table 5, which is projected frontward, 
is formed below the lower liquid crystal display 4, and from 
the most left Side on the operation table 5, a change button 
6, a payout (cash out) button 7, a help button 8 are arranged. 
And a coin insertion slot 9 and a bill insertion portion 10 are 
arranged at the right side of the help button 8. Further, from 
the left side, a 1-BET button 11, a SPIN/REPEAT BET 
button 12, a 3-BET button 13 and a 5-BET button 14 are 
positioned at the front side on the operation table 5. 

0056. Here, the change button 6 is pressed when 
eXchanging the bill inserted in the bill insertion portion 11, 
and the exchanged coins are paid out through a coin payout 
hole 15 to a coin tray 16 which is formed at the lower part 
of the cabinet 2. To the change button 6, a change Switch 62 
(explained hereinafter) is attached, and the a Switch signal is 
output to a CPU 50 (mentioned hereinafter) from the change 
Switch 62 based on press of the change button 6. 
0057 The payout button 7 is usually pressed when games 
are terminated, and when the payout button 7 is pressed 
coins got in games are paid out through the coin payout hole 
15 to the coin tray 16. Here, to the payout button 7, a payout 
(cash out) switch 63 (mentioned hereinafter) is attached and 
a Switch signal is output to the CPU 50 from the payout 
Switch 63 based on press of the payout button 7. 

0.058. The help button 8 is pressed when the player 
cannot understand game operation method, and when the 
help button 8 is pressed, various help information is dis 
played on the upper liquid crystal display 3 or the lower 
liquid crystal display 4. To this help button 8, a help Switch 
64 (mentioned hereinafter) is attached and a Switch Signal is 
output to the CPU 50 from the help switch 64 based on press 
of the help button 8. 

0059) To the coin insertion slot 9 a coin sensor 65 
(mentioned hereinafter) is positioned, and when the coin is 
inserted in the coin insertion slot 9 a coin detection signal is 
output to the CPU 50 through the coin sensor 65. And to the 
bill insertion portion 10 a bill sensor 66 (mentioned here 
inafter) is positioned, and when the bill is inserted in the bill 
insertion portion 10 a bill detection Signal is output to the 
CPU 50 through the bill sensor 66. 

0060. As for the 1-BET button 11, every the 1-BET 
button 11 is pressed one credit is betted, and the 1-BET 
button 11 can bet by pressing up to tree times as the 
maximum pressing time. To the 1-BET button 11, a 1-BET 
Switch 59 is attached and when the 1-BET button 11 is 
pressed a Switch signal is output to the CPU 50 from the 
1-BET switch 59 based on press of the 1-BET button 11. 
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0061 The SPIN/REPEAT BET button 12 is the button to 
Start games from the present bet number or the previous bet 
number by press thereof, thereby reels (mentioned later) are 
started to rotate. To the SPIN/REPEAT BET button 12, a 
spin Switch 58 (mentioned later) is attached, and when the 
SPIN/REPEAT BET button 12 is pressed a switch signal is 
output to the CPU 50 from the spin Switch 58 based on press 
of the SPIN/REPEAT BET button 12. Here, as the bet 
number which can be betted by press of the SPIN/REPEAT 
BET button 12, there may exist 1, 2, 3 and 5 bets. 
0062) The 3-BET button 13 is the button to start games 
from 3 bets on the basis of press thereof. To this 3-BET 
button 13, a 3-BET switch 60 (mentioned hereinafter) is 
attached and when the 3-BET button 13 is pressed a Switch 
signal is output to the CPU 50 from the 3-BET switch 60. 
And the 5-BET button 14 is the button to start games from 
5 bets on the basis of press thereof or to be pressed when a 
bonus game (mentioned hereinafter) is started. To the 5-BET 
button 14, a 5-BET switch 61 is attached and when the 
5-BET button is pressed a Switch signal is output to the CPU 
50 from the 5-BET switch 61 on the basis of press thereof. 
0.063. Further, at the lower part of the cabinet 2, the coin 
payout hole 15 is formed and the coin tray 16 to receive 
coins paid out from the coin payout hole 15 is provided. In 
the coin payout hole 15, a coin detection part 73 constructed 
from a Sensor and the like is positioned and the coin 
detection part 73 detects number of coins paid out from the 
coin payout hole 15. 
0064. Further, at the side plane (the right side plane in 
FIG. 1) of the cabinet2, a start lever 17 is arranged rotatably 
within a predetermined angle range. To the Start lever 17, a 
start Switch 57 is attached and when the start lever 17 is 
rotated a Switch signal occurring from the start switch 57 is 
output to the CPU 50. 
0065 Next, it will be described a detailed construction of 
the lower liquid crystal display 4 and reels rotatably 
arranged behind the lower liquid crystal display 4 in the 
cabinet 2, with reference to FIGS. 2 and 3. FIG. 2 is a 
longitudinal Sectional view of the lower liquid crystal dis 
play and the reels, and FIG. 3 is an exploded perspective 
view of the lower liquid crystal display 4. 
0066. In FIGS. 2 and 3, the lower liquid crystal display 
4 is arranged within a display window 21 of a device front 
panel 20 positioned at the front center part of the cabinet 2 
in the slot machine 1, with a touch panel 30 arranged at the 
front side (the left side in FIG. 2) of the lower liquid crystal 
display 4. And at the rear side (the right side in FIG. 2) of 
the lower liquid crystal display 4, three reels 22 (only one 
reel 22 is indicated in FIG. 2) are supported in a parallel 
State So that the reels 22 become independently rotatable. 
0067. Here, each reel 22 will be described. Among three 
reels 22, the left reel 22 when seeing the front plane of the 
slot machine 1 faces to a left display window 23 (see FIG. 
1) formed in the lower liquid crystal display 4, the center reel 
22 faces to a center display window 24 (see FIG. 1) 
similarly formed in the lower liquid crystal display 4 and the 
right reel 22 faces to a right display window 25 (see FIG. 1) 
Similarly formed in the lower liquid crystal display 4. 
Construction of each of the display windows 23, 24, 25, will 
described hereinafter. 

0068. Further, on an outer periphery of each reel 22, 
various kinds of symbols shown in FIG. 4 (6 kinds of 
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symbols are indicated in FIG. 4) are formed. Concretely, as 
kinds of symbols formed on the outer periphery of the reel 
2, concerning with game contents conducted in the Slot 
machine 1, it is utilized a wild Symbol, a pendant Symbol, a 
trigger symbol, a red 7 symbol to which a beautiful girl is 
attached, a bill bundle Symbol and a gold coin Symbol. And 
these 6 kinds of symbols and blank (s) (area where the 
Symbol do not exist) are combined based on a predetermined 
combination and the combinations in which the Symbols and 
the blanks are totally combined (the total number of the 
symbols and the blanks is 22) is formed. On the outer 
periphery of each reel 22, Such combination with of symbols 
and blanks (total number of which is 22) is formed. 
0069. Here, various winning combinations are deter 
mined beforehand based on plural kinds of combinations of 
the Symbols and when the Symbol combination correspond 
ing to the winning combination is stopped along a pay line 
L (see FIG. 1), coins are paid out from the coin payout hole 
15 according to the winning combination. These points are 
as Same as that in the conventional slot machine, therefore 
explanation thereof will be omitted. And formation of the 
Symbols on the outer periphery of the reel 22 is generally 
done as follows. First, symbols and blanks (total number of 
which is 22) are printed on a long Seal having a width and 
a length corresponding to the width and the periphery length 
of the reel 2, respectively. And Such Seal is adhered on the 
peripheral plane of the reel 22. Of course, the Symbols may 
be formed by different method other than the above method. 

0070. In the embodiment, the pay line L is determined to 
only the center line, and Such pay line L is displayed on the 
lower liquid crystal display 4 when games are conducted by 
rotating and Stopping the reels 22 based on preSS of the 
SPIN/REPEAT BET button 12, the 3-BET button and the 
5-BET button 14 or rotation of the start lever 17. On the 
other hand, the pay line L is eliminated from the lower liquid 
crystal display 4 when the bonus game is conducted based 
on press of the 5-BET button 14 in obtaining various bonus 
gameS. 

0071. Further, the above mentioned trigger symbol func 
tions as a trigger to obtain various bonus games. In the 
embodiment, one trigger Symbol is formed only on the 
peripheral plane of the right reel 22. Based on that the trigger 
Symbol existing on the peripheral plane of the right reel 22 
is stopped on the pay line L, various bonus games can be 
obtained. 

0072 Next, construction of the lower liquid crystal dis 
play 4 will be described with reference to FIGS. 2 and 
3A-3J. In FIGS. 2 and 3A-3J, the lower liquid crystal 
display 4 is constructed by arranging from the front Side of 
the slot machine 1; the transparent touch panel 30, the reel 
glass base 31, the bezel metal frame 32, the transparent 
liquid crystal panel 33, the liquid crystal holder 34, the 
scattering sheet 35, the light leading plate 36, the white 
reflector 37, the rear holder 38 and the antistatic sheet 39. In 
the scattering sheet 35, three openings 35A, 35B, 35C are 
formed. Similarly, in the light leading plate 36, the reflector 
37 and the rear holder 38, three openings 36A, 36B, 36C, 
37A, 37B, 37C, 38A, 38B, 38C are formed respectively, so 
as to coincide with the openings 35A, 35B, 35C. Here, the 
openings 35A-38A construct the left display window 23 
(see FIG. 1) by Superimposing So as to coincide with each 
other. Similarly, the openings 35B-38B construct the center 
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display window 24 (see FIG. 1) by Superimposing so as to 
coincide with each other and the openings 35C-38C con 
Struct the right display window 25 by Superimposing So as 
to coincide with each other. Here, the openings 35A-35C in 
the scattering sheet 35 and the openings 36A-36C in the 
light leading plate 36 construct the light transmitting areas to 
retain visibility while variable displaying is conducted by 
rotating reels 22. 
0073. In order to install the lower liquid crystal display 4 
to the display window 21 of the device front panel 20, as 
shown in FIG. 2, brackets 40 are screwed to the rear side of 
the device front panel 20 by screws 41. 
0.074 And at an upper and lower end of the light leading 
panel 36, a pair of cathode ray tubes 42 are arranged as light 
Sources of the liquid crystal panel 33. And at an upper and 
lower positions in the rear Side of each of openings 
38A-38C in the rear holder 38, a pair of cold cathode ray 
tubes 43 are arranged to illuminate the Symbols on the outer 
periphery of each of the reels 22. 
0075. The liquid crystal panel 33 is a transparent electric 
display panel on which transparent electrodes Such as ITO 
are formed, and arranged in front of each of the reels 22 
which can be seen therethrough. And the circumference in 
rear Side of the display part of the liquid crystal panel 33 is 
held by the liquid crystal holder 34. The light leading plate 
36 is made from the light transmitting resin panel, and in the 
light leading plate 36 lens cut portions are formed, the lens 
cut portions leading light emitted from the cold cathode ray 
tubes 43 positioned at side positions to the rear side of the 
liquid crystal panel 33. The light scattering sheet 35 is made 
from a light transmitting resin sheet and Scatters light led by 
the light leading panel 36 and levels light irradiated to the 
liquid crystal panel 33. The liquid crystal holder 34 for 
holding the liquid crystal panel 33, the scattering sheet 35 
and the light leading plate 36 are assembled into one body 
and circumference thereof is inserted in the bezel metal 
frame 32. Thereby, the front side of the display part in the 
liquid crystal panel 33 is retained by the bezel metal frame 
32. 

0.076 Circumference of the liquid crystal holder 34, the 
light scattering sheet 35 and the light leading plate 36, which 
are inserted in the bezel metal frame 32 and assembled into 
one body, is further inserted in the reel glass base 31 and 
retained by the reel glass base 31 in a state that the front 
display plane of the liquid crystal panel 33 is opened. The 
transparent touch panel 30 is pressed and contacted to the 
front Side of the reel glass base 31 by installing the reel glass 
base 31 to the device front panel 20 through the screws 41, 
thereby the transparent touch panel 30 is Superimposed on 
the front display plane of the liquid crystal panel 33. 
0077. The rear holder 38 is made from a white resin plate 
and retains to the reel glass base 31 the bezel metal frame 32 
Supported to the reel glass base 31, the liquid crystal holder 
34 holding the liquid crystal panel 33, the light Scattering 
sheet 35 and the light leading plate 36 from the rear sides 
thereof. The rear holder 38 also functions as a reflecting 
plate for reflecting light emitted from the cold cathode ray 
tubes 43 to the light leading plate 36 toward the liquid 
crystal panel 33. The antistatic sheet 39 is made transparent 
and adhered to the rear plane of the rear holder 38 by 
double-sided adhesive tape, thereby the antistatic sheet 39 
covers the rear plane of each of the openings 38A-38C 
formed in the rear holder 38. 
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0078 Next, construction of the control system in the slot 
machine 1 will be described with reference to FIG. 5. FIG. 
5 is a block diagram Schematically showing the control 
System in the slot machine 1. 

0079. In FIG. 5, the control system of the slot machine 1 
is basically constructed from the CPU 50, and a ROM 51 and 
a RAM 52 are connected to the CPU 50. The ROM 51 stores 
game control program (mentioned later), various effect 
programs for executing various effects on the upper liquid 
crystal display 3 and the lower liquid crystal display 4 
according to progreSS in games, lottery program for con 
ducting lottery of various winning combinations, various 
programs necessary for controlling the slot machine 1 and 
various data tables and the like. And the RAM 52 is a 
memory for temporarily Storing various data calculated by 
the CPU 50. 

0080 And to the CPU 50, a clock pulse generator 53 for 
generating Standard clock pulses and a frequency divider 54 
are connected, and a random number generator 55 and a 
Sampling circuit 56 are also connected. Random number 
sampled by the random number generator 56 is utilized in 
various lotteries of the winning combinations, the effects and 
the like. Further, to the CPU 50, the start switch 57 attached 
to the start lever 17, the spin Switch 58 attached to the 
SPIN/REPEAT BET button 12, the 1-BET switch 59 
attached to the 1-BET button 11, the 3-BET switch 60 
attached to the 1-BET button 13, the change switch 62 
attached to the payout button 7 and the help Switch 63 
attached to the help button 8 are connected respectively. The 
CPU 50 controls the slot machine 1 to execute various 
operations corresponding to each button, based on the 
Switch Signal output from each Switch when Such buttons are 
pressed. 

0081 Further, to the CPU 50, the coin sensor 65 posi 
tioned in the coin insertion slot 9 and the bill sensor 66 
positioned in the bill insertion portion 10 are connected 
respectively. The coin sensor 65 detects coins inserted from 
the coin insertion slot 9 and the CPU 50 calculates the 
number of inserted coins based on the coin detection Signal 
output from the coin sensor 65. The bill sensor 66 detects the 
kind and Sum of bill and the CPU 50 calculates the number 
of coins equivalent to sum of bill, based on the bill detection 
signal output from the bill sensor 66. 

0082) To the CPU 50, three stepping motors 68 for 
rotating each of the reels 22 through a motor drive circuit 67 
are connected, and also a reel position detection circuit 69 is 
connected. When a motor drive Signal is output to the motor 
drive circuit 67, each stepping motor 68 is driven to rotate 
by the motor drive circuit 67, thereby each reel 22 is rotated. 

0083. At that time, after each reel 22 is started to rotate, 
the number of drive pulses provided to each Stepping motor 
68 is calculated and the calculated value is written in the 
predetermined area of the RAM 52. And the reset pulse is 
output every one rotation of the reel 22 and Such reset pulse 
is input to the CPU 50 through the reel position detection 
circuit 69. When the reset pulse is input to the CPU 50, the 
calculated value written in the RAM 52 is cleared in “0”, and 
the CPU 50 recognizes the symbol rotational position in the 
reel 22, based on the calculated value corresponding to the 
rotational position of the reel 22 within one rotation and the 
symbol table in which the rotational position of the reel 22 
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stored in the ROM 51 and the symbols formed on outer 
peripheral plane of the reel 22 are corresponded with each 
other. 

0084) To the CPU 50, a hopper 71 is connected through 
a hopper drive circuit 70. When a drive signal is output to the 
hopper drive circuit 70 from the CPU50, the hopper 71 pays 
out predetermined number of coins from the coin payout 
hole 15. 

0085 And to the CPU 50, a coin detection part 73 is 
connected through a payout completion signal circuit 72. 
The coin detection part 73 is arranged in the coin payout 
hole 15 and when the coin detection part 73 detects that a 
predetermined number of coins are paid out from the coin 
payout hole 15, the payout completion signal is output to the 
payout completion Signal circuit 72 from the coin detection 
part 73. Based on this, the payout completion signal circuit 
72 outputs the payout completion signal to the CPU 50. 
0086) Further, to the CPU 50, the upper liquid crystal 
display 3 is connected through a liquid crystal drive circuit 
74 and the lower liquid crystal display 4 is connected 
through a liquid crystal drive circuit 75. And to the CPU 50, 
the touch panel 30 is connected through a touch panel drive 
circuit 76. 

0087 Further, to the CPU 50 LEDs 78 are connected 
through a LED drive circuit 77. A plurality of the LEDs 78 
are arranged on the front plane of the slot machine 1 and the 
LEDs 78 are controlled so as to turn on based on the drive 
signals from the CPU 50. Further, a speaker 80 and a sound 
output circuit 79 are connected to the CPU 50 and the 
speaker 80 produces various effective sounds when various 
effects are conducted based on the output signal from the 
sound output circuit 79. 
0088. Here, to the CPU 50, a progressive interface (I/F) 
81 is provided. 

0089 Next, it will be described a progressive gaming 
System in which a plurality of Slot machines 1 are connected 
through the progressive interface (I/F) provided in each slot 
machine 1, with reference to FIG. 6. FIG. 6 is an explana 
tory view Schematically showing the progressive gaming 
System. 

0090. In the progressive gaming unit 82 shown in FIG. 6, 
a plurality of slot machines 1 (in the embodiment, four slot 
machines 1) are connected to a transmission control part 84 
in the progressive unit 83 through the progressive interface 
(I/F) 81 provided in each slot machine 1. As for connection 
between the progressive unit 83 and each slot machine 1, 
any one of wire connection and wireleSS connection can be 
utilized. Thereby, mutual transmission can be done through 
the transmission control part 84between the progressive unit 
83 and each slot machine 1. 

0.091 As the information transmitted to the progressive 
unit 83 from each slot machine 1, coin insertion information 
betted in each slot machine 1, winning information when 
progressive bonus (gold bar in bank bonus game, jewelry 
(named as beauty's tear) in jewelry shop bonus game, crown 
(named as crown of riches) in the royal museum bonus 
game) is won in three bonus games of bank bonus game, 
jewelry Shop bonus game and royal museum bonus game, 
mentioned later. And as information transmitted to each Slot 
machine 1 from the progressive unit 83, pool number 
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information of coins every each progressive bonus as the 
common bonus in which each of three progressive bonuses 
is held in common with each slot machine 1. Such pool 
number information of coins is transmitted from the pro 
gressive unit 83 to each slot machine 1 through the trans 
mission control part 84 and displayed on the upper liquid 
crystal display 3 in each Slot machine 1. 

0092 And a pool number calculation part 85 in the 
progressive unit 83 adds the common bonus every each 
progressive bonus, based on the coin insertion information 
transmitted from each slot machine 1. At that time, the pool 
number calculation part 85 adds the common bonus every 
progressive bonus as follows. That is, as for the progressive 
bonus of the gold coin, the pool number calculation part 85 
sets the initial number as 100 and adds 2% of the number of 
inserted coins in each slot machine 1 to the initial number. 
AS for the progressive bonus of the jewelry, the pool number 
calculation part 85 sets the initial number as 300 and adds 
1.7% of the number of inserted coins in each slot machine 
1 to the initial number. And as for the progressive bonus of 
the crown, the pool number calculation part 85 sets the 
initial number 900 and adds 1.7% of the number of inserted 
coins in each slot machine 1 to the initial number. According 
to the above, among the progressive bonuses, the payout in 
the progressive bonus of the crown obtained in the royal 
museum bonus game is the highest, and the payout in the 
progressive bonus of the jewelry obtained in the jewelry 
shop bonus game follows to the progressive bonus of the 
crown in order of the payout, and further the payout in the 
progressive bonus of the gold bar obtained in the bank bonus 
game follows to the progressive bonus of the jewelry in 
order of the payout. 

0093. Here, in each slot machine 1, in a case that any one 
of the progressive bonuses is won, the coin number corre 
sponding to the common bonus won is rest to the initial 
number of coins. And the pool number Storing part 86 Stores 
the above mentioned coin number calculated by the pool 
number calculation part 85 every the common bonus. 
0094. The progressive unit 83 constructed according to 
the above periodically transmits from the transmission con 
trol part 84 to each slot machine 1 the coin pool number 
information of each common bonus Stored in the pool 
number Storing part 86. And each slot machine 1 periodi 
cally compares the coin pool number information transmit 
ted in previous time with the coin pool number information 
transmitted in present time, based on the coin pool number 
information transmitted from the progressive unit 83. And in 
a case that the coin pool number in present time reduces than 
the coin pool number in previous time, each slot machine 1 
notifies that the common bonus in which the coin pool 
number reduces is won. For example, if the progressive 
bonus of the crown (crown of riches) is won, the Sentence 
Such as “CROWN OF RICHES WAS STOLEN is dis 
played on the upper liquid crystal display 3 or the lower 
liquid crystal display 4 of the slot machines 1 other than the 
Slot machine 1 in which the common bonus is won. 

0095 Accordingly, even if the information transmitted 
from the progressive unit 83 to each slot machine 1 is 
limited, winning of the common bonus is notified to the 
other slot machines 1. Thereby, not only the player who won 
the common bonus not also the players of the other slot 
machines 1 and gallery can easily confirm on the upper 
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liquid crystal display 3 or the lower liquid crystal display 4 
when the coins pooled as the common bonus are got. AS a 
result, concern of the player for the common bonus can be 
increased and interest for games can be raised. And notifying 
of winning of the common bonus can be conducted every 
each common bonus among a plurality of common bonuses, 
therefore it can be easily confirmed that coins for which of 
the common bonus are got. 

0096. Further, as mentioned, when the common bonus is 
won in the Slot machine 1, the progressive unit 83 transmits 
to each slot machine 1 through the transmission control part 
84 the coin pool information every each progressive bonus 
concerning with the bonus game, and Such coin pool infor 
mation is displayed on the upper liquid crystal display 3 in 
the slot machine 1. And if payout of coins for the common 
bonus which is won is determined, the common bonus (gold 
bar, jewelry, crown) concerning with the bonus game (bank 
bonus game, jewelry shop bonus game, royal museum bonus 
game) is selected and paid out. Therefore, even in the 
progressive gaming System 82 in which a plurality of 
common bonuses are installed, the player of the Slot machine 
1, the other playerS and gallery can confirm if there is a 
chance to be able to get which kind of the common bonus, 
thereby expectation for getting each common bonus and 
concern there with can be increased and interest for games 
can be raised. 

0097. Further, as mentioned, difference is set in the coin 
pool number stored in the pool number storing part 86 every 
common bonus, thus if the bonus game concerning with the 
common bonus with high payout is done, expectation of the 
players for the common bonus in Such bonus game is highly 
increased and modulation in games appears, as a result, 
interest for games can be highly maintained. 

0.098 Here, for the sake of explanation described here 
inafter, kinds of games and Stratum construction in each 
game will be described with reference to FIGS. 7 to 14. 
FIGS. 7 and 8 are explanatory views schematically showing 
background images displayed on the lower liquid crystal 
display 4 when the base game is conducted, 
0099 FIG. 9 is an explanatory view schematically show 
ing background images displayed on the upper liquid crystal 
display 3 and the lower liquid crystal display 4 when the 
pickpocket bonus game is conducted, FIG. 10 is an explana 
tory view Schematically showing background images dis 
played on the upper liquid crystal display 3 and the lower 
liquid crystal display 4 when the bank bonus game is 
conducted, FIG. 11 is an explanatory view schematically 
showing background images displayed on the upper liquid 
crystal display 3 and the lower liquid crystal display 4 when 
the jewelry shop bonus game is conducted. And FIGS. 12 to 
14 are explanatory ViewS Schematically showing back 
ground images displayed on the upper liquid crystal display 
3 and the lower liquid crystal display 4 when the royal 
museum bonus game is conducted. FIG. 12 is an explana 
tory view Schematically showing background images dis 
played on the upper liquid crystal display 3 and the lower 
liquid crystal display 4 when the first mission of the royal 
museum bonus game is conducted, FIG. 13 is an explana 
tory view Schematically showing background images dis 
played on the upper liquid crystal display 3 and the lower 
liquid crystal display 4 when the Second mission of the royal 
museum bonus game is conducted, and FIG. 14 is an 
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explanatory view Schematically showing background 
images displayed on the upper liquid crystal display 3 and 
the lower liquid crystal display 4 when the final mission of 
the royal museum bonus game is conducted. 

0100 First, as the games conducted in the slot machine 1, 
there exist games roughly classified in the base game in 
which Symbols on the reels 22 are stopped along the pay line 
Land the bonus game which is done based on that the trigger 
symbol formed on the outer periphery of the right reel 22 
among three reels 22 is stopped on the pay line L in the base 
game. Here, if the progressive bonus is won based on 
Selection of the player in the bonus game, payout of the 
progressive bonus is done. 
0101 AS the background images displayed on the lower 
liquid crystal display 4 when the base games is conducted, 
as shown in FIGS. 7 and 8, there are nine images such as 
“street corner: daytime "91A, “front of bank: daytime”90B, 
“from of jewelry shop: daytime'90C, “front of bank: 
night'90D, “front of jewelry shop: night'90E, “Eiffel 
Tower: daytime”90F, “balloon: daytime”90G, “Eiffel 
Tower: night'90H and “balloon: night'90I. Each back 
ground image is Successively displayed on the lower liquid 
crystal display 4. And in the slot machine 1, if the base game 
is started form one of the “street corner: daytime”91A, 
“front of bank: daytime”90B and “front of jewelry shop: 
daytime'90C and the bonus game is won in the base game, 
the pickpocket bonus game is conducted. Here, based on the 
meaning of the "pickpocket', in the pickpocket bonus game, 
it is constructed So as to Select the target person who works 
as the pickpocket through the touch panel 30 attached to the 
front plane of the lower liquid crystal display 4, as shown i 
FIG. 9. According to this construction, there is a relation 
between the background image Such as the “Street corner: 
daytime”91A, “front of bank: daytime”90B and “front of 
jewelry shop: daytime'90C displayed on the lower liquid 
crystal display 4 in the base game and the pickpocket bonus 
game conducted when the bonus game is won. 

0102 AS mentioned, since the pickpocket bonus game is 
related to the background imageS Such as the “street corner: 
daytime”91A, “front of bank: daytime”90B and “front of 
jewelry shop: daytime’90C in the base game, the player can 
judge if there is a chance to shift to which kind of the bonus 
game, based on the effect information in the base game. 
Therefore, it can make the player have expectation for the 
bonus game while conducting the base game and interest of 
the player for games can be highly maintained. 

0103). Further, based on press of the SPIN/REPEAT but 
ton 12, if the base game is Started from the background 
image of the “street corner: daytime”91A and the effect to 
display fireworks is done, the trigger Symbol formed on the 
outer periphery of the right reel 22 is stopped on the pay line 
L and the pickpocket bonus game is got. Similarly, based on 
press of the SPIN/REPEAT button 12, if the base game is 
started from the background image of the “front of bank: 
daytime'90B and the effect to lighten stone statue is done, 
the trigger Symbol formed on the outer periphery of the right 
reel 22 is Stopped on the pay line Land the pickpocket bonus 
game is got. Further similarly, based on press of the SPIN/ 
REPEAT button 12, if the base game is started from the 
background image of the "front of jewelry Shop: 
daytime'90C and the effect to lighten jewelry is done, the 
trigger Symbol formed on the outer periphery of the right 
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reel 22 is Stopped on the pay line Land the pickpocket bonus 
game is got. AS mentioned, while the base game is con 
ducted, if the effect information with high expectation to 
shift to the pickpocket bonus game is displayed on the lower 
liquid crystal display 4, expectation of the player for the 
bonus game during the base game is increased, thereby 
modulation in games appears, as a result, games with high 
interest can be done. 

0104. Here, in the pickpocket bonus game, selection 
game to get the progressive bonus game is not set. 

0105. In the slot machine 1, if the base game is started 
from the background image of the “front of bank: night'90D 
and the bonus game is got in the base game, the bank bonus 
game is conducted. Here, in the bank bonus game, as shown 
in FIG. 10, safes of 18 (3x6) are displayed on the upper 
liquid crystal display 3 and the lower liquid crystal display 
4 and it is constructed to Select the Safe in which the gold bar 
exists through the touch panel 30 attached on the front plane 
of the lower liquid crystal display 4. AS mentioned, there is 
a relation between the background image of the "front of 
bank: night'90D displayed on the lower liquid crystal dis 
play 4 during the base game and the bank bonus game 
conducted when the bonus game is got. 

0106 AS mentioned, since the bank bonus game is 
related to the background image of the “front of bank: 
night'90D in the base game, the player can judge if there is 
a chance to shift to which kind of the bonus game, based on 
the effect information in the base game. Therefore, it can 
make the player have expectation for the bonus game while 
conducting the base game and interest of the player for 
games can be highly maintained. 

0107 Further, based on press of the SPIN/REPEAT but 
ton 12, if the base game is Started from the background 
image of the “front of bank: night'90D and the effect to 
lighten Stone Statue in front of the bank is done, the trigger 
symbol formed on the outer periphery of the right reel 22 is 
Stopped on the pay line L and the bank bonus game is got. 
AS mentioned, while the base game is conducted, if the 
effect information with high expectation to shift to the bank 
bonus game is displayed on the lower liquid crystal display 
4, expectation of the player for the bonus game during the 
base game is increased, thereby modulation in games 
appears, as a result, games with high interest can be done. 
0108 Further, in the bank bonus game, the gold bar area 
displayed on the upper liquid crystal display 3 is emphasized 
and if the gold bar exists in the safe selected by the touch 
panel 30, the progressive bonus (gold bar) can be got. Thus, 
if the progressive bonus (gold bar) is got, it is notified to the 
other slot machines 1 that the progressive bonus (gold bar) 
is got. Concretely, the sentence such as “GOLD BAR WAS 
STOLEN” is displayed on the upper liquid crystal display 3 
in the other slot machines 1. 

0109. In the slot machine 1, if the base game is started 
from the background image of the "front of jewelry Shop: 
night'90E and the bonus game is got in the base game, the 
jewelry shop bonus game is conducted. Here, in the jewelry 
shop bonus game, as shown in FIG. 11, the show window 
in the first row is displayed and emphasized on the upper 
liquid crystal display 3 and five jewels displayed in the 
emphasized show window are displayed on the lower liquid 
crystal display 4. Further, on the lower liquid crystal display 
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4, it is constructed to Select one of the jewels through the 
touch panel 30 attached to the front plane of the lower liquid 
crystal display 4. And if the Selected jewelry coincides with 
a jewelry which is determined beforehand by the lottery, the 
Same procedure is conducted about five jewels displayed in 
the show window in the second row. If the selected jewelry 
of the show window in the second row coincides with a 
jewelry which is determined beforehand by the lottery, the 
Same procedure is conducted about five jewels displayed in 
the show window in the third row. AS mentioned, there is a 
relation between the background image of the “front of 
jewelry shop: night'90E displayed on the lower liquid 
crystal display 4 during the base game and the jewelry shop 
bonus game conducted when the bonus game is got. 

0110. As mentioned, since the jewelry shop bonus game 
is related to the background image of the "front of jewelry 
Shop: night'90E in the base game, the player can judge if 
there is a chance to shift to which kind of the bonus game, 
based on the effect information in the base game. Therefore, 
it can make the player have expectation for the bonus game 
while conducting the base game and interest of the player for 
games can be highly maintained. 

0111) Further, based on press of the SPIN/REPEAT but 
ton 12, if the base game is Started from the background 
image of the “front of jewelry shop: night'90E and the effect 
to lighten jewelry is done, the trigger Symbol formed on the 
outer periphery of the right reel 22 is stopped on the pay line 
L and the jewelry shop bonus game is got. AS mentioned, 
while the base game is conducted, if the effect information 
with high expectation to shift to the jewelry Shop bonus 
game is displayed on the lower liquid crystal display 4, 
expectation of the player for the bonus game during the base 
game is increased, thereby modulation in games appears, as 
a result, games with high interest can be done. 
0112 Further, in the jewelry shop bonus game, the beau 
ty's tear area displayed on the upper liquid crystal display 3 
is emphasized and if the predetermined jewels are Selected 
in all show windows through the touch panel 30, concerning 
with the jewels existing in the show windows of the first row 
to the third row, the progressive bonus (beauty's tear) can be 
obtained. Thus, if the progressive bonus (beauty's tear) is 
got, it is notified to the other slot machines 1 that the 
progressive bonus (beauty's tear) is got. Concretely, the 
Sentence Such as “BEAUTY'S TEAR WAS STOLEN is 
displayed on the upper liquid crystal display 3 in the other 
Slot machines 1. 

0113. In the slot machine 1, if the base game is started 
from the background image of the “Eiffel Tower: 
daytime”90F, “balloon: daytime”90G, “Eiffel Tower: 
night'90H and “balloon: night'90I and the bonus game is 
got in the base game, the royal museum bonus game is 
conducted. Here, in the riyal museum bonus game, as shown 
in FIGS. 12 to 14, three stages of the first mission, the 
Second mission and the final mission are prepared. In the 
first mission, as shown in FIG. 12, the royal museum is 
displayed on the upper liquid crystal display 3 and three 
invasion routes to invade in the royal museum are displayed 
on the lower liquid crystal display 4. And it is constructed to 
select one invasion route through the touch panel 30 
attached to the front plane of the lower liquid crystal display 
4. If the invasion route selected by the player coincides with 
an invasion route which is determined beforehand by the 
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lottery, the procedure shifts to the Second mission shown in 
FIG. 13. In the second mission, as shown in FIG. 13, the 
policeman Standing on the corridor of the royal museum is 
displayed on the upper liquid crystal display 3 and three 
weapons for fighting with the policeman are displayed on 
the lower liquid crystal display 4. And it is constructed to 
select one of the weapons through the touch panel 30 
attached to the front plane of the lower liquid crystal display 
4. And if the Selected weapon coincides with a weapon 
which is determined beforehandby the lottery, the procedure 
shifts to the final mission shown in FIG. 14. In the final 
mission, as shown in FIG. 14, the crown in the iron grid is 
displayed on the upper liquid crystal display 3 and three keys 
for opening the iron grid are displayed on the lower liquid 
crystal display 4. And it is constructed to Select one key 
through the touch panel 30 attached to the front plane of the 
lower liquid crystal display 4. If the selected key selected by 
the player coincides with a key which is determined before 
hand by the lottery, the iron grid is opened and the progres 
Sive bonus is got. AS mentioned, there is a relation between 
the background image of the “Eiffel Tower: daytime’90F, 
“balloon: daytime”90G, “Eiffel Tower: night'90H and bal 
loon: night'90I and the royal museum bonus game con 
ducted when the bonus game is got. 
0114 AS mentioned, since the royal museum bonus game 
is related to the background image of the “Eiffel Tower: 
daytime”90F, “balloon: daytime”90G, “Eiffel Tower: 
night'90H and “balloon: night'90I, the player can judge if 
there is a chance to shift to which kind of the bonus game, 
based on the effect information in the base game. Therefore, 
it can make the player have expectation for the bonus game 
while conducting the base game and interest of the player for 
games can be highly maintained. 
0115) Further, based on press of the SPIN/REPEAT but 
ton 12, if the base game is Started from the background 
image of the “Eiffel Tower: daytime”90F, “balloon: 
daytime”90G, “Eiffel Tower: night'90H and “balloon: 
night'90I and the effect to display fireworks is done, the 
trigger Symbol formed on the outer periphery of the right 
reel 22 is Stopped on the pay line L and the royal museum 
bonus game is got. AS mentioned, while the base game is 
conducted, if the effect information with high expectation to 
shift to the royal museum bonus game is displayed on the 
lower liquid crystal display 4, expectation of the player for 
the bonus game during the base game is increased, thereby 
modulation in games appears, as a result, games with high 
interest can be done. 

0116 Further, in the royal museum bonus game, as 
shown in FIGS. 12 to 14, the crown of riches area displayed 
on the upper liquid crystal display 3 is emphasized and if the 
predetermined invasion route, the predetermined weapon 
and the predetermined key are Selected in the first mission, 
the Second mission and the final mission are respectively 
selected through the touch panel 30 attached to the front 
plane of the lower liquid crystal display 4, the progressive 
bonus (crown of riches) can be got. Thus, if the progressive 
bonus (crown of riches) is got, it is notified to the other slot 
machines 1 that the progressive bonus (crown of riches) is 
got. Concretely, the sentence such as “CROWN OF 
RICHES WAS STOLEN” is displayed on the upper liquid 
crystal display 3 in the other slot machines 1. 
0117 Next, game control procedures conducted in the 
above constructed slot machine 1 will be described with 
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reference to FIG. 15. FIG. 15 is a flowchart showing the 
game control procedures conducted in the slot machine 1. 
Here, in the flowchart shown in FIG. 15, the base game is 
represented as the first game and the bonus game is repre 
Sented as the Second game. 

0118. In FIG. 15, when the slot machine 1 is powered on, 
it is judged in step 1 (abbreviated as S1 hereinafter) whether 
a predetermined bet number is betted or not by pressing the 
1-BET button 11, the SPIN/REPEAT BET button 12, the 
3-BET button 13 or 5-BET button 17. If the predetermined 
bet number is not betted (S1: NO), the procedure waits till 
the predetermined bet is betted. On the other hand, if it is 
judged that the predetermined bet number is betted (S1: 
YES), it is judged whether the spin Switch 58 is turned on 
or not in S2. If it is judged that the SPIN/REPEAT BET 
button 12 is not pressed and the spin Switch 58 is retained in 
off state (S2: NO), the procedure returns to S1. On the 
contrary, if it is judged that the spin Switch 58 is turned on 
(S2: YES), the random number generated by the random 
number generator 55 is obtained by the random number 
sampling circuit 56. Further, based on the obtained random 
number and the lottery table stored in the ROM 51, it is 
conducted the lottery to determine: whether the wining 
combination is won or not; whether the trigger Symbol 
existing on the right reel 22 should be stopped on the pay 
line L or not, and from which background image among nine 
images shown in FIGS. 8 and 9 the first game is started as 
the initial background image. 

0119). In S4, based on the initial background image of the 
first game determined in S3 by the lottery, the effect infor 
mation is selected with reference to the effect tables of the 
first game stored in the ROM 51. In S5, the effect is started 
on the upper liquid crystal display 3 and the lower liquid 
crystal display 4 according to the effect information Selected 
in S4 and each of three reels 22 is rotated and stopped by the 
motor drive circuit 67, each of the stepping motors 68 and 
the reel position detection circuit 69 under control by the 
CPU 50. 

0120 In S6, it is judged whether the winning combina 
tion is won or not based on the result of the lottery done in 
S3. If it is judged that the winning combination is not won 
(S6: NO), the procedure shifts to S8. On the contrary, if it is 
judged that the winning combination is won (S6: YES), the 
payout Sum (coin number) corresponding to the winning 
combination in the first game is added in the RAM 52, 
thereafter the procedure shifts to S8. 
0121. In S8, it is judged whether the trigger symbol on 
the right reel 22 is Stopped on the pay line L. If the trigger 
symbol is not stopped on the pay line L (S8: NO), the payout 
Sum (coin number) in the first game added in S7 is paid out 
in S17, thereafter the procedure returns to S1. And if it is 
judged that the trigger Symbol is stopped on the pay line L 
(S8: YES), the second game is selected in S9. At that time, 
as mentioned in the above, when the bonus game as the 
Second game is Selected, the bonus game is Selected corre 
sponding to the initial background image determined in S3 
by the lottery. Concretely, if the initial background image in 
the first game is one of the “street corner: daytime”91A, 
“front of bank: daytime”90B and “front of jewelry shop: 
daytime'90C, the pickpocket bonus game is selected as the 
Second game. And if the initial background image in the first 
game is the “front of bank: night'90D, the bank bonus game 
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is Selected as the Second game. Further, if the initial back 
ground image in the first game is the "front of jewelry Shop: 
night'90E, the jewelry shop bonus game is selected as the 
Second game. In addition, if the initial background image in 
the first game is one of the “Eiffel Tower: daytime”90F, 
“balloon: daytime”90G, “Eiffel Tower: night'90H and “bal 
loon: night'90I, the royal museum bonus game is selected as 
the Second game. 

0.122 AS mentioned, when the Second game is selected, 
Since the Second game is Selected in relation with the effect 
information of the first game, the player can judge if there 
is a chance to shift to which kind of the Second game (bonus 
game), based on the effect information in the first game. 
Therefore, it can make the player have expectation for the 
Second game while conducting the first game and interest of 
the player for games can be highly maintained 

0123) Next, in S10, all random elements necessary for 
progressing the Second game are determined by the lottery. 
For example, if the second game selected in S9 is the 
pickpocket bonus game, the payout coin number is made 
different according to the perSon who is the target for 
pickpocket. And if the Second game Selected in S9 is the 
bank bonus game and the predetermined Safes of the first 
row to the third row necessary for getting the progressive 
bonus are not Selected, the payout coin number in Such case 
is also determined according to the above lottery. Further, if 
the Second game is the jewelry shop bonus game and the 
predetermined jewels in the show windows of the first row 
to the third row necessary for getting the progressive bonus 
are not Selected, the payout coin number in Such case is also 
determined according to the above lottery. In addition, if the 
Second game is the royal museum bonus game and the 
predetermined invasion route in the first mission, the pre 
determined weapon in the Second mission and the predeter 
mined key in the final mission are not Selected, the payout 
coin number in Such case is also determined according to the 
above lottery. 

0.124. In S11, the player selects various select objects 
through the touch panel 30 attached to the front plane of the 
lower liquid crystal display 4, thereby the Second game is 
executed. 

0.125. In S12, it is judged whether bonus addition of coins 
exists or not in the Second game. If coins are not got in the 
Second game, it is judged that the bonus addition does not 
exist (S12: NO). The procedure shifts to S14. On the other 
hand, if coins are got in the Second game, it is judged that 
the bonus addition exists (S12: YES). Thereafter, in S13, the 
coin payout number got in the Second game is added to the 
RAM 52 in which the coin number already got in the first 
game is stored. Thereafter, the procedure shifts to S14. 
0126. In S14, it is judged whether the progressive bonus 
is won or not. This judgement is done based on whether the 
predetermined Select objects, which should be Selected in 
each of the bank bonus game, the jewelry shop bonus game 
and the royal museum bonus game, are Selected by the 
player. 

0127. If the progressive bonus is not won (S14: NO), the 
added coin number stored in the RAM 52 at that time is paid 
out in S17, thereafter the procedure shifts to S1. On the other 
hand, if it is judged that the progressive bonus is won (S14: 
YES), the progressive bonus is notified to the progressive 
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unit 83 in S15. At that time, the progressive bonus which is 
won is related to the contents of the Second game. There 
after, in S16, the coin addition number corresponding to the 
progressive bonus is added to the RAM 52 in which the coin 
number already got in the first game and the coin number 
already got in the Second game are Stored. Thereafter, in 
S17, based on the coin payout number stored in the RAM 52, 
coin payout treatment is done. Thereafter, the procedure 
shifts to S1. 

0128. As mentioned in detail, since the bonus game is 
Selected in relation to the effect information of the base 
game, the player can judge if there is a chance to shift to 
which kind of the bonus game, based on the effect infor 
mation in the base game. Therefore, it can make the player 
have expectation for the bonus game while conducting the 
base game and interest of the player for games can be highly 
maintained. 

0129. Further, based on press of the SPIN/REPEAT but 
ton 12, in a case that the base game is started from various 
background images, the Specific effect corresponding to the 
background image in the base game is conducted, thereby 
the trigger Symbol formed on the outer periphery of the right 
reel 22 is Stopped on the pay line Land various bonus games 
are got. Therefore, while the base game is conducted, if the 
effect information with high expectation to shift to various 
bonus games is displayed on the lower liquid crystal display 
4, expectation of the player for the bonus game during the 
base game is increased, thereby modulation in games 
appears, as a result, games with high interest can be done. 

0.130. And the coin pool number information concerning 
with the common bonus corresponding to each progressive 
bonus which is transmitted to each slot machine 1 from the 
progressive unit 83, is displayed on the lower liquid crystal 
display 4 of each slot machine 1, and based on this displayed 
information, the player can understand that the payout in the 
progressive bonus of the crown obtained in the royal 
museum bonus game is the highest, and the payout in the 
progressive bonus of the jewelry obtained in the jewelry 
shop bonus game follows to the progressive bonus of the 
crown in order of the payout, and further the payout in the 
progressive bonus of the gold bar obtained in the bank bonus 
game follows to the progressive bonus of the jewelry in 
order of the payout. Therefore, if the base game is started 
from one of the “Eiffel Tower: daytime”90F, “balloon: 
daytime”90G, “Eiffel Tower: night'90H and “balloon: 
night'90I, expectation for the progressive bonus of the 
crown which may be obtained in the royal museum bonus 
game is increased, thereby modulation in games appears, as 
a result, games with high interest can be done. 
0131 Further, in the progressive gaming system 82, the 
progressive unit 83 periodically transmits from the trans 
mission control part 84 to each slot machine 1 the coin pool 
number information of each common bonus Stored in the 
pool number Storing part 86, and each Slot machine 1 
periodically compares the coin pool number information 
transmitted in previous time with the coin pool number 
information transmitted in present time, based on the coin 
pool number information transmitted from the progressive 
unit 83. And in a case that the coin pool number in present 
time reduces than the coin pool number in previous time, 
each Slot machine 1 notifies that the common bonus in which 
the coin pool number reduces is won. Accordingly, even if 
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the information transmitted from the progressive unit 83 to 
each slot machine 1 is limited, winning of the common 
bonus is notified to the other slot machines 1. Thereby, not 
only the player who won the common bonus not also the 
players of the other slot machines 1 and gallery can easily 
confirm on the upper liquid crystal display 3 or the lower 
liquid crystal display 4 when the coins pooled as the 
common bonus are got. As a result, concern of the player for 
the common bonus can be increased and interest for games 
can be raised. And notifying of winning of the common 
bonus can be conducted every each common bonus among 
a plurality of common bonuses, therefore it can be easily 
confirmed that coins for which of the common bonus are got. 
0132) Further, as mentioned, when the common bonus is 
won in the Slot machine 1, the progressive unit 83 transmits 
to each slot machine 1 through the transmission control part 
84 the coin pool information every each progressive bonus 
concerning with the bonus game, and Such coin pool infor 
mation is displayed on the upper liquid crystal display 3 in 
the slot machine 1. And if payout of coins for the common 
bonus which is won is determined, the common bonus (gold 
bar, jewelry, crown) concerning with the bonus game (bank 
bonus game, jewelry shop bonus game, royal museum bonus 
game) is selected and paid out. Therefore, even in the 
progressive gaming System 82 in which a plurality of 
common bonuses are installed, the player of the Slot machine 
1, the other players and gallery can confirm before the game 
in the slot machine 1 is finished if there is a chance to be able 
to get which kind of the common bonus, thereby expectation 
for getting each common bonus and concern there with can 
be increased and interest for games can be raised. 
0133. Further, as mentioned, difference is set in the coin 
pool number stored in the pool number storing part 86 every 
common bonus, thus if the bonus game concerning with the 
common bonus with high payout is done, expectation of the 
players for the common bonus in Such bonus game is highly 
increased and modulation in games appears, as a result, 
interest for games can be highly maintained. 
0134. Here, the above mentioned embodiment does not 
limit the present invention, therefore, of course, various 
improvements or modifications can be done within the Scope 
of the present invention. 
What is claimed is: 

1. A gaming machine in which a base game is executed 
and a Second game is executed continuous to the base game 
when a predetermined condition is realized, the gaming 
machine comprising: 

a display device; 
a memory for Storing a plural kinds of effect information 

for the base game; 
an effect information Select device for Selecting one effect 

information from the memory when the base game is 
executed; 

a display control device for controlling the display device 
to display the effect information of the base game, the 
effect information being selected by the effect infor 
mation Select device; 

a judgement device for judging whether the predeter 
mined condition is realized or not; and 
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a game control device for Selecting one Second game from 
a plural kinds of the Second games in relation to the 
effect information of the base game Selected by the 
effect information Select device when it is judged by the 
judgement device that the predetermined condition is 
realized and for executing the Selected Second game 
after the effect information of the base game is dis 
played on the display device by the display control 
device. 

2. The gaming machine according to claim 1, wherein 
difference of expectation to shift to the Second game is Set 
among a plural kinds of the effect information of the base 
game. 

3. The gaming machine according to claim 1, wherein 
difference of expectation is Set among payouts each of which 
is obtained in each Second game. 

4. A gaming System including: 

a plurality of gaming machines each of which Selects one 
game among a plurality of games and executes the 
Selected game; and 

a control unit to which each gaming machine is con 
nected, the control unit dividing a predetermined pro 
portion of wager betted in each gaming machine by a 
predetermined ratio and accumulating each divided 
wager as a common bonus which has a relation to each 
game, 

wherein the control unit controls a display device So as to 
display information concerning with the game con 
ducted in the gaming machine and the common bonus, 
and 

wherein the gaming machine pays out the common bonus 
based on that a Specific condition corresponding to the 
game is realized. 

5. The gaming System according to claim 4, wherein 
difference in payout of the common bonus is Set among the 
common bonuses. 

6. The gaming System according to claim 4, wherein the 
gaming machine comprises: 

a receiving device for periodically receiving payout infor 
mation of the common bonus from the control unit; 

a comparison device for comparing the payout informa 
tion received in a previous time through the receiving 
device with the payout information received in a 
present time through the receiving device; and 

information device for notifying to the display device that 
the common bonus is won when the payout based on 
the payout information received in the present time 
reduces than the payout based on the payout informa 
tion received in the previous time, according to a 
comparison result by the comparison device. 

7. The gaming System according to claim 6, wherein a 
plurality of common bonuses are Set in the control unit, and 

wherein the comparison device compares the payout 
information received in the present time with the pay 
out information received in the previous time every 
each common bonus. 


